


ELDeR Workshop
Course Design Planner

Course: [NAME OF COURSE]
Date: [WORKSHOP DATE]
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Critical friend(s): [NAME OF CRITICAL FRIEND]

[bookmark: _smm2yv88j8zd]Pre-ELDeR notes
FACILITATOR PASTE IN PRE-ELDER NOTES FROM COMPLETED FORM HERE
Useful links/resources
QAA Subject Benchmark Statements: http://www.qaa.ac.uk/quality-code/subject-benchmark-statements (replace this link with the direct link to the relevant SBS)

Programme Specification and Award Map:

SCQF domains:
· knowledge and understanding (mainly subject based);
· practice (applied knowledge and understanding);
· generic cognitive skills (e.g. evaluation, critical analysis);
· communication, numeracy and IT skills; and
· autonomy, accountability and working with others.

SCQF About the Framework: https://scqf.org.uk/about-the-framework/ 

SCQF Interactive Framework: https://scqf.org.uk/about-the-framework/interactive-framework/ 
Course level schedule
Day 1 
FACILITATOR: ADJUST TIMINGS IF NECESSARY AND EMAIL SCHEDULE TO ALL ATTENDEES BEFORE WORKSHOP 

	Time
	Activity
	Duration

	9.00
	Coffee on arrival
	15

	9:15
	Welcome and introductions 
	15 

	9:30
	Summary statement
	30 + 15 

	10.15
	‘Look and feel’ cards + Barnett and Coate
	45

	11.00
	Coffee
	15 

	11:15
	What do you want your students to learn?
	15

	11:30
	Learning outcomes
	45

	12:15
	Assessment and feedback
	15

	12:30
	Lunch
	30

	13:00
	Storyboarding
	2 ½ hours 

	15:30
	End of day 1
	-


Day 2
	Time
	Activity
	Duration

	9:00
	Coffee
	15

	9:15
	Recap of day 1
	15

	9.30
	Storyboarding continued + overlay LOs
	2 ½ hours

	12:00
	Lunch
	30

	12:30
	Critical friend – pitch, feedback and review
	30

	13.00
	Action plan: next steps
	30

	13:30
	Reflection – postcard exercise + Evaluation
	30

	14:00
	End of day 2
	-


[bookmark: _gqewj32jijvz]Day 1
[bookmark: _64x6f4z20lbg]Welcome and Introductions (15 mins)
[bookmark: _hi0vo9wufyoy]Introduce yourself. Why are you here? What do you hope to get out of the two days?

FACILITATOR: Note down attendees’ names, roles and expectations in table above. Use slide 3 to introduce workshop guiding principles

This stage of the workshop is around consensus building and goal creation: 
What do we want this learning opportunity to be? 

We will review the core building blocks of the course, using a range of thinking tools and tasks to ensure the path ahead is clear.
[bookmark: _4hnkimxlwnv]1. Summary statement (30 + 15 mins)

Agree on the overarching aims and intentions of your programme. Write a statement that captures those aims and intentions below (or copy it, if it already exists). 

Ask yourself: what should potential students on this course not possibly miss?

Example:	 
The Masters in Learning Innovation enables higher education practitioners to promote positive change by equipping them with the skills and understanding to deploy innovative approaches to learning, teaching and assessment.

Consider how this maps to the wider programme goals. This is the text you might want to write just above the learning outcomes (approx. 25 words). 


	
Summary Statement


	FACILITATOR PASTE IN SUMMARY STATEMENT HERE 


[bookmark: _r8vd62fqnirl]
[bookmark: _gl9oiaoxyvlm]2. “Look and feel” cards (45 mins)
Use the Course Features cards provided, to choose the key features of your course or programme. The student learning experience is about more than their experience of the course curriculum and assessment strategy. It includes their experience of being supported and guided, and feeling part of the learning community. 

Sort the cards into three piles, explaining your rationale as you place each card: things you definitely want in your course, things you're not sure about, and things you definitely don't want.

Next pick your top 12 ‘YES’ cards: the non-negotiable ones. We will refer back to these throughout the workshop (especially during storyboarding) to make sure we stay on track.

FACILITATOR: ADD IN PHOTO OF CARD SELECTION HERE


Orange:  Guidance and Support
Blue:  Content and Experience
Green:  Communication and Collaboration 
Purple:  Reflection and Demonstration

The Course Features cards were created by the JISC-funded Open University Learning Design Initiative and can be downloaded from Archive.org here: Course Feature Cards. Further information about the Open University Learning Design Initiative has been archived here: Open University Learning Design website.
[bookmark: _1qipacdap8pa]3. What do you want your students to learn? (30 mins)

Starting with the end in mind, before you plan your schedule, means that you get a very strong handle on what you are designing to achieve, the direction you need to take and the destination. This approach is known as “backwards design” (Wiggins and McTighe, 2005). You may find it helpful to refer back to your Summary statement at this point.

It is crucial to begin with the learner in mind. 

In the next 15 minutes, think about the following questions:

What do you want your students to be able to do at the end of this course? (“they will need to be able to…” - refer to your mission statement here)

How will the students know they are getting there? Considering this here places feedback at the heart of the learning and teaching process.

You can record your answers in the table below - don’t worry about formatting or phrasing, as we will link these into measurable learning outcomes in the next step:

FACILITATOR ADD IN PHOTO OF ‘WHAT YOU WANT YOUR STUDENTS TO LEARN’ OR COMPLETE TABLE

	By the end of this course the student will be able to...
	They will know *they* are getting there from...

	
	

	
	 

	
	

	
	

	
	



4. Learning outcomes (45 mins)

The next step is to translate this into the learning outcomes for the course. If you already have these in your course specification, copy and paste them in below. You might also want to add in your learning outcomes for the programme, to see how they map together.

We will check these as a team for:

Sense (are they clear to the learner?)
Level (are they appropriate to the level of the course?)
Assess-ability (is it clear how the learner will be able to demonstrate achievement?)

As a Scottish Higher Education Institution, we use the Scottish Credit and Qualifications Framework (SCQF) to guide the level of our learning outcomes.  

Each learning outcome falls into one of five characteristics:

1. knowledge and understanding (mainly subject based);
2. practice (applied knowledge and understanding);
3. generic cognitive skills (e.g. evaluation, critical analysis);
4. communication, numeracy and IT skills; and
5. autonomy, accountability and working with others. 

SCQF About the Framework: https://scqf.org.uk/about-the-framework/ 

SCQF Interactive Framework: https://scqf.org.uk/about-the-framework/interactive-framework/   

Course learning outcomes 

Course Name: [COURSE NAME]
Level of Course: [COURSE LEVEL]

FACILITATOR ADD IN PHOTO OF LEARNING OUTCOMES AND COMPLETE TABLE – COPY AND PASTE LEARNING OUTCOMES INTO SLIDE DECK FOR COURSE TEAM TO REFER TO DURING/AFTER STORYBOARDING

	
By the end of this course the student will be able to...

	
SCQF 
characteristic
	
Graduate 
Attributes

	
	
	

	
	
	

	
	
	

	
	
	 

	
	
	


[bookmark: _1o2adm3ekl8g]5. Assessment and feedback (15 mins)
Brief overview of assessment and learning outcomes by facilitator.
6. Storyboarding (2½ hours) 
FACILITATOR TALK THROUGH LEARNING DESIGN CARDS.

All the resources that you now have around you form a blueprint (your mission, your assessment plans, the look and feel of your course,) but you need to create a process of integration and flow. You can do this by ‘storyboarding’.

Storyboarding means visually representing a process that you can later build. It needs to show what the key players do, how they move through the process, what the critical moments are in the ‘story’ and of course what it’s all leading to and what happens in the end.

You don’t need to get into the nitty gritty details at this stage. Think more about sequencing and progression. You might also want to start thinking about the best use of contact time (if you have it). 
We are using the ABC learning design method which is an effective and engaging hands-on, card-based approach to curriculum design developed at UCL by Clive Young and Natasha Perović.  ABC is built on curriculum design research from the JISC / University of Ulster (Viewpoints) and the work of Prof Diana Laurillard (learning types). 
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If you’ve taught this programme or course before in a different mode, you may find it useful to reflect on learning activities that have worked well for your outcomes, as well as those that haven’t worked as well. Some of this good practice may be translated to the online environment.

It’s helpful at this stage to keep your audience in mind. If your learners have varying levels of previous knowledge and experience, or the course in question is taught across a range of programmes, you may need more than one activity for each outcome to make it relevant and engaging for all your learners. Diagnostic or self-assessment activities early on can help you adjust and target these activities appropriately.

If you have activities or resources that you know work well, make a note of them. We’ll build them into structured learning activities later on.

Facilitator: Constantly reflect on: look and feel cards chosen and ‘begin with learner in mind’ stage.

------------------------------------------------- End of day 1 ------------------------------------------------


Day 2
1. [bookmark: _5ba4ma750b6f] Recap (15 mins)

The ELDeR process is as much about developing your skills as it is about developing a great course. Take a moment to reflect on what you’ve learned so far, and note it down along with anything you’re still not sure about. These notes will feed into your action plan at the end of the workshop.
2. [bookmark: _fcgpf6jqjhzz] Storyboarding continued (2 hours)

Complete the storyboard from Day 1. Storyboard stage almost always runs into day 2. This is not an issue and it has been commented that actually “sleeping on it” provides some reflection time for changes, alterations, new directions to come to light. 

3. [bookmark: _2e4sscv1akg8] Overlay learning outcomes (30 mins)
Map your learning outcomes and graduate attributes to your storyboard content.
4.  Critical friend – pitch, feedback and review (45 mins)
Ask your students, colleagues, peers, and managers to come and help you for an hour or two. It’s useful if people know something about the topic but they do not have to be experts. Actually, it’s better if they are not. They will be your ‘critical friends’.

Ensure that by the time the reality checkers arrive (plan for around lunchtime on Day 2 – food seems to help), you have a storyboard ready for them to feedback on. Depending on how many activities you have designed, you may need to allow up to an hour. Ask the reality checkers to make notes on a form which has some basic guidance and they can leave with you.

Sit out of their way but be available in case they need help. Do not interrupt or intervene. If they ask for help, offer enough to get them started again. Do not enter into explanations but encourage them to work autonomously as much as possible.

It’s a good time for the ELDeR facilitators to take time out, and return to discussing any contentious issues or reflect and review on what they have learned.

Then ask the reality checkers to give direct feedback to the team based on their experience of trying out the activities.

You have now received your feedback from the reality checkers.

As a team, list your reality checker’s main concerns and suggestions. Talk through the impact
of these comments. Decide whether you need to:

1. Rethink any of the components of your blueprint
2. Adjust your storyboard, especially consider navigation, timings and assessment
3. Work on immediate improvements to the activities

Take the actions you can immediately but also start to consider next steps. Before you move on, just make sure you are in a different and better place with your course than when you started (if not, why not?) on the morning of day 1.
5.  Action plan: next steps (30 mins)

1. What else needs doing and who will do it?
2. Assess the risks (how are you going to find the time to complete the work, what might interfere, who else might need to be involved).
3. Consider what other resources or people you need to consult or include, as well as resources that you had available but did not use.
4. Set clear deadlines.
5. Set a date for your next team meeting when you will review progress.
6. What post-ELDeR follow-up would be useful? This might include training, peer observation, and/or collaborative review of developments.





FACILITATOR COMPLETE TABLE WITH (MIN) ACTIONS, NAMES AND COMPLETION DATE

	Tasks
	Name(s)
	Help needed and sources of help
	Risks
	Completion date

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	



[bookmark: _oztgkr7yd4rg]6. Reflection – postcard exercise (30 mins)

FACILITATOR: GIVE OUT POSTCARDS TO COURSE TEAM, COLLECT AT THE END AND SEND IN INTERNAL MAIL IN A MONTH’S TIME 

You should now write a postcard to yourself reflecting on what you have gained from participating in the ELDeR workshop. What two actions will you commit to doing in the next 3 months? Write your work address on the right-hand side and we will send this back to you in a month’s time.

FACILITATOR: PRINT OUT AND BRING EVALUATION FORMS FOR ATTENDEES TO COMPLETE BEFORE LEAVING.

References

· McCune, V. and Hounsell, D. (2005) The development of students’ ways of thinking and practising in three final-year biology courses. Higher Education,49(3), pp.255-289;
· Mor, Y. and Craft, B. (2012) Learning design: reflections upon the current landscape. Research in Learning Technology, 20;
· Mor, Y. and Craft, B. (2013) The art and science of learning design: Editorial. Research in Learning Technology, 21, article no. 22513;
· Wiggins, G., and McTighe, J. (2005). Understanding by Design (Expanded 2nd ed.). Alexandria, Virginia: Association for Supervision and Curriculum Development. (ASCD).



------------------------------------------------ End of day 2 -------------------------------------------------
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Investigation

Learning through investigation guides the learner to
explore, compare and critique the texts, documents and
resources that reflect the concepts and ideas being taught

Collaboration

Learning through collaboration embraces mainly
discussion, practice, and production. Building on
investigations and acquisition it is about taking part in the
process of knowledge building itself
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